Texturing Exercise
This exercise uses the code resources in the “textured houses walkthrough” folder on our Moodle module.  Download it and create a new project in the manner we’ve been using throughout this course.  Test it and make sure it works.  It should look something like this when running.
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Why do the textures look like this – some whole “not-smiley faces,” some cut diagonally?  Explain.
We can add further textures.  We will need to create another texture image using our preferred software – paint, for example.  So…
1. Create a second texture image now and save it in the project folder (same location as source.cpp).
2. In source.cpp, tell openGL we are going to generate two textures. Replace the tex variable with GLuint tex[2] and change glGenTextures(1, tex); with glGenTextures(2, tex); and replace glBindTexture(GL_TEXTURE_2D, &tex); with glBindTexture(GL_TEXTURE_2D, tex[0]);
3. Load the file and bind the image to texture 2 (pointed to by this array element:- tex[1]). Do this by adding the following code after the last call to glTexParameterf(GL_TEXTURE_2D, GL_TEXTURE_MIN_FILTER, GL_LINEAR).  
image_data = stbi_load(filename2, &x, &y, &n, force_channels);  //x = x dimemsions, y= ydims, 
	if (!image_data)
	{
		cout << "error: could not load " << filename2 << endl;

	}
	
	glBindTexture(GL_TEXTURE_2D, tex[1]);
glTexImage2D(GL_TEXTURE_2D, 0, GL_RGBA, x, y, 0, GL_RGBA, GL_UNSIGNED_BYTE, image_data);
	glTexParameteri(GL_TEXTURE_2D, GL_TEXTURE_WRAP_S, GL_CLAMP_TO_EDGE);
	glTexParameteri(GL_TEXTURE_2D, GL_TEXTURE_WRAP_T, GL_CLAMP_TO_EDGE);
	glTexParameterf(GL_TEXTURE_2D, GL_TEXTURE_MAG_FILTER, GL_NEAREST);
	glTexParameterf(GL_TEXTURE_2D, GL_TEXTURE_MIN_FILTER, GL_NEAREST);

Note that filename2 refers to a file of your making, so earlier you should create a string like this:- char filename2[] = "myfilename.png";   

4. Inside the nested for loop used to draw the 6 houses you can swap textures by adding the following code in the inner loop before houses are drawn.
if (j % 2 == 0) //even houses only
			{
				glBindTexture(GL_TEXTURE_2D, tex[0]); //change textures
			}
			else
			{
				glBindTexture(GL_TEXTURE_2D, tex[1]);
			}
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